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GENEL TANIM / GENERAL DESCRIPTION

Ders Adi / Course Name

Human Computer Interaction / Human Computer Interaction

Ders Kodu / Course Code

ESOF305

Ders Tirii / Course Type

Ders Seviyesi / Course Level

Bachelor / Bachelor

Ders Akts Kredi / ECTS 6.00
Haftalik Ders Saati (Kuramsal) / 2.00
Course Hours For Week

(Theoretical)

Haftalik Uygulama Saati / Course 2.00
Hours For Week (Objected)

Haftalik Laboratuar Saati / Course 0.00
Hours For Week (Laboratory)

Dersin Verildigi Yl / Year 3

Ogretim Sistemi / Teaching System

Daytime Class / Daytime Class

Egitim Dili / Education Language

English / Turkish

On Kosulu Olan Ders(ler) /
Precondition Courses

Amaci / Purpose

Bu ders, insanlar tarafindan kullanilan seylerin tasarimi ve gelistiriimesinde insan-
bilgisayar arayiiziiniin 6nemini 6gretecektir. Insanlarin algisal, bilissel ve sosyal
Ozelliklerine dair pek ¢ok detaya deginilecektir. Bilgisayarlarin ve diger ilgili sistemlerin
kapasitelerini ve sinirlarini inceleyecegiz ve bunun tasarim/uygulama kararlarini nasil
etkiledigini tartisacagiz. Ayrica tasarim yontemlerini ve bir tasarimi degerlendirme ve
gelistirme yollarini da ele alacagiz.

This course will teach about the importance of the human-computer interface in the
design and development of things used by people. It will touch on many details about
the perceptual, cognitive, and social characteristics of people. We will inspect the
capabilities and limits of computers and other related systems, and discuss how that
affects design/implementation decisions. We will also cover methods of design, and
ways to evaluate and improve a design.

igerigi / Content

1. Gelecegin kullanici arabirimi tasarimcisina, insan-bilgisayar etkilesimi hakkinda dogru
tasarim kararlan vermek igin kavram ve stratejiler saglamak.

2. Gelecegin kullanici araylizii tasarimcisini arayliz tasarimi igin araglar, teknikler ve
fikirlerle tanistirmak.

3. Ogrenciye insan-bilgisayar etkilesimi literatiiriinii tanitmak.

4. lyi bir kullanici aray(izii tasariminin dnemini vurgulamak.

1. To provide the future user interface designer with concepts and strategies for
making correct design decisions about human-computer interaction.

2. To expose the future user interface designer to tools, techniques, and ideas for
interface design.

3. To introduce the student to the literature of human-computer interaction.

4. To stress the importance of good user interface design.

Onerilen Diger Hususlar /
Recommended Other
Considerations

Staj Durumu / Internship Status

Kitabi / Malzemesi / Onerilen
Kaynaklar / Books / Materials /
Recommended Reading

Ogretim Uyesi (Uyeleri) / Faculty
Member (Members)
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OGRENME GIKTILARI / LEARNING OUTCOMES

1. Kilavuzlar, kullanici gézlemi, gérev analizi, kullanici katiimli tasarim, senaryo gelistirme ve prototip
olusturma gibi kullanici arayizlerini tasarlamaya yonelik ¢esitli yaklagimlar acgiklamak ve uygulamak

2. Uygun etkilesim stilleri ve widget segimi, bilgi sunumu, hata 6nleme, hata mesaiji tasarimi, ekran
tasarimi ve renk kullanimi dahil olmak lizere Web ve bagimsiz uygulamalarda grafik kullanici
araylizleri tasarlamak ve degerlendirmek

3. Sezgisel degerlendirme, bilissel gbzden gegirme, Hedefler, islecler, Yéntemler ve Segim (GOMS)
analizi, kullanilabilirlik testi, anket ve kontrolli deney gibi bir kullanici arabirimini degerlendirmeye
yonelik cesitli yaklagimlari agiklamak ve uygulamak.

4. insan algisinin ve ergonominin temel ilkelerini kullanici araylizlerinin tasarimina uygulamak, tepki
suresi modelleri ve Fitts Yasasi gibi

5. Bir arabirim gorevi ve kullanici grubu igin uygun bir donanim arabirim aygiti (cesitli klavyeler, tus
takimlari, isaretleme ve ¢izim aygitlar, ekran turleri ve boyutlar vb. arasindan) se¢mek igin

6. Belirli bir insan isbirligi ihtiyacini desteklemek icin uygun etkilesim stillerini ve araylzleri (uzak ve
ayni yerde bulunan, eszamanli ve eszamansiz) segmek igin

7. lyi tasarlanmis, kullanilabilir arayiizlerin pazar basarisi, giivenilirlik ve erisilebilirlik (izerindeki roliinii
aclklamak

8. Grafik kullanici arayiizlerinin, komut dili arayiizlerinin ve sesli diyalog arayuzlerinin avantaj ve
dezavantajlarini agiklamak ) bir arayiiz gérevi ve kullanici grubu igin

1. To explain and apply various approaches to designing user interfaces, such as guidelines, user
observation, task analysis, user-participatory design, scenario development, and prototyping

2. To design and evaluate graphical user interfaces in Web and stand-alone applications, including
appropriate choice of interaction styles and widgets, information presentation, error prevention, error
message design, display design, and use of color

3. To explain and apply various approaches to evaluating a user interface, such as heuristic
evaluation, cognitive walkthrough, Goals, Operators, Methods, and Selection (GOMS) analysis,
usability testing, survey, and controlled experimentation.

4. To apply basic principles of human perception and ergonomics to the design of user interfaces,
such as response-time models and Fitts' Law

5. To select an appropriate hardware interface device (from among various keyboards, keypads,
pointing and drawing devices, screen types and sizes, etc.) for an interface task and user group

6. To select appropriate interaction styles and interfaces (distant and co-located, synchronous and
asynchronous) to support a given human collaboration need

7. To explain the role of well-designed, usable interfaces in market success, reliability, and
accessibility

8. To explain the advantages and disadvantages of graphical user interfaces, command language
interfaces, and spoken dialog interfaces

HAFTALIK DERS iGERIGi / DETAILED COURSE OUTLINE
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Hafta / Week

Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
1 Girig, HCI Gegmisi
Introduction, history of HCI.
. . gretim Yont .. _—
Teorik Dersler / Theoretical Uygulama Lab '(I:')gl:ﬁi;(?;ri/(?l'r;:cmi\rgz Methods On Hazirlik / Preliminary
Techniques
2 Uygunluk, kullanilabilirlik. Kullanilabilirlik ilkeleri.
Affordance, usability. Usability principles.
. . Ogretim Yontem ve - -
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
3 insan bilgi isleme sinirlamalari, insanin bilissel ve duyusal sinirlari.
Teknolojinin sinirlamalari. HCI'da yeni teknolojiler
Human information processing limitations, human cognitive and
sensory limits.
Limitations of technology. New technologies in HCI
. . Ogretim Yont - _
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlgri/?rgsgig Methods On Hazirlik / Preliminary
Techniques
4 Prototipleme teknikleri
Prototyping techniques
. . Ogretim Yontem ve = _
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
5 Kullanilabilirligin degerlendiriimesi. Tahmine dayali ve yorumlayici

degerlendirme.

Evaluating usability. Predictive and interpretive evaluation.
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
6 Kullanici araylzi tasarim paradigmalari, Kullanici arayiizii tasarim
kurallar.
User interface design paradigms, User interface design rules.
. . Ogretim Yontem ve = .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Technigues
7 Vize sinavi
Midterm exam
. . Ogretim Yoéntem ve . o
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
8 3D Kullanici arayuzleri, artirimis gergeklik.
3D User interfaces, augmented reality.
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab 'Cl')glzﬁmqeri/(')l'gt:cr:?\i\r,lz Methods On Hazirlik / Preliminary
Technigues
9 Konugma tanima ve konusma arayuzleri.
Speech recognition and conversational interfaces.
. . Ogretim Yoéntem ve x .
Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
10 Konugma tanima ve konusma arayuzleri.
Speech recognition and conversational interfaces.
Teorik Dersler / Theoretical Uygulama Lab '?eglzﬁgll(T;rT/?rr:aeg;i\;\Z Methods On Hazirlik / Preliminary
Techniques
1M Vizyon tabanli, algisal arayizler.

Vision-based, perceptual interfaces.
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Ogretim Yontem ve

Teorik Dersler / Theoretical Uygulama Lab Teknikleri/Teaching Methods On Hazirlik / Preliminary
Techniques
12 Ulasilabilir biligim
Ubiquitous Computing
gretim YO .
Teorik Dersler / Theoretical Uygulama Lab '?glzﬁ;LT;ri/%Zt:g;li\éz Methods On Hazirlik / Preliminary
Technigues
13 HCI Gelecek Yonergeleri: Yapay zekanin roll, aglarin vb.
HCI Future Directions: Role of Al, networks, etc.
. . Ogretim Yont - .
Teorik Dersler / Theoretical Uygulama Lab Tgl:ﬁill(rlrt\eri/s)l'r;sgiﬁge; Methods On Hazirlik / Preliminary
Techniques
14 Final sinavi
Final exam
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DEGERLENDIRME / EVALUATION

. Savi/ Katki Yuzdesi /
Yanyil (Yil) Ii Etkinlikleri / Term (or Year) Learning Activities N y Percentage of
umber S o
Contribution (%)
Ara Sinav / Midterm Examination 1 100
Toplam / Total: 1 100
Basar Notuna Katki Yiizdesi / Contribution to Success Grade(%): 40
Savi/ Katki Yuzdesi /
Yanyil (Yil) Sonu Etkinlikleri / End Of Term (or Year) Learning Activities N y Percentage of
umber S o
Contribution (%)
Final Sinavi / Final Examination 1 100
Toplam / Total: 1 100
Basari Notuna Katki Yiizdesi / Contribution to Success Grade(%): 60
Etkinliklerinin Basar Notuna Katki Yiizdesi(%) Toplami / Total Percentage of Contribution (%) to Success Grade: 100
Degerlendirme Tipi / Evaluation Type:
iS YUKU / WORKLOADS
Siiresi | Toplam Is Yiikii
. Sayi/ (Saat) / (Saat) / Total
SR Er e e Number | Duration Work Load
(Hours) (Hour)
Ara Sinav / Midterm Examination 1 1.00 1.00
Ara Sinav igin Bireysel Calisma / Individual Study for Mid term Examination 1 5.00 5.00
Bireysel Calisma / Self Study 14 4.00 56.00
Derse Katilim / Attending Lectures 14 5.00 70.00
Ev Odevi / Homework 2 5.00 10.00
Final Sinavi / Final Examination 1 10.00 10.00
Final Sinavi igiin Bireysel Calisma / Individual Study for Final Examination 1 1.00 1.00
Toplam / Total: 34 31.00 153.00
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Dersin AKTS Kredisi = Toplam Is Yiikii (Saat) / 25.00 (Saat/AKTS) = 153.00/25.00 = 6.12 ~ / Course ECTS Credit = Total Workload (Hour) / 25.00 (Hour / ECTS) = 153.00 / 25.00 = 6.12 ~

PROGRAM VE OGRENME CIKTISI / PROGRAM LEARNING OUTCOMES
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Ogrenme Ciktllan / Program Ciktilari / Program Outcomes

Hzaltillyg) QUi 144 [ 112143 [ 114 [ 115 [ 146 [ 117 [ 148 [ 109 [1.1.10[1.0.11

8/11




1.1. Kilavuzlar, kullanici
g6zlemi, gorev analizi, kullanici
katiimli tasarim, senaryo
gelistirme ve prototip olusturma
gibi kullanici araytiizlerini
tasarlamaya yonelik gesitli
yaklasimlan agiklamak ve
uygulamak

2. Uygun etkilesim stilleri ve
widget secimi, bilgi sunumu,
hata 6nleme, hata mesaji
tasarimi, ekran tasarimi ve renk
kullanimi dahil olmak tzere
Web ve bagimsiz
uygulamalarda grafik kullanici
arayuzleri tasarlamak ve
degerlendirmek

3. Sezgisel degerlendirme,
biligsel gbzden gegirme,
Hedefler, Islegler, Yéntemler ve
Secim (GOMS) analizi,
kullanilabilirlik testi, anket ve
kontrollli deney gibi bir kullanici
arabirimini degerlendirmeye
yonelik gesitli yaklagimlari
aciklamak ve uygulamak.

4. Insan algisinin ve
ergonominin temel ilkelerini
kullanici arayUzlerinin
tasarimina uygulamak, tepki
suresi modelleri ve Fitts Yasasi
gibi

5. Bir arabirim gorevi ve
kullanici grubu icin uygun bir
donanim arabirim aygiti (cesitli
klavyeler, tus takimlari,
isaretleme ve cizim aygitlan,
ekran turleri ve boyutlarn vb.
arasindan) segmek icin

6. Belirli bir insan isbirligi
ihtiyacini desteklemek igin
uygun etkilesim stillerini ve
arayuzleri (uzak ve ayni yerde
bulunan, eszamanli ve
eszamansiz) segmek igin

7. lyi tasarlanmis, kullanilabilir
arayuzlerin pazar basarisi,
guvenilirlik ve erisilebilirlik
Gizerindeki roluinu agiklamak

8. Grafik kullanici arayizlerinin,
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komut dili araylizlerinin ve sesli
diyalog arayuzlerinin avantaj ve
dezavantajlarini agiklamak ) bir
arayliz gorevi ve kullanici
grubuicin / 1. To explain and
apply various approaches to
designing user interfaces, such
as guidelines, user
observation, task analysis, user
-participatory design, scenario
development, and prototyping

2. To design and evaluate
graphical user interfaces in
Web and stand-alone
applications, including
appropriate choice of
interaction styles and widgets,
information presentation, error
prevention, error message
design, display design, and use
of color

3. To explain and apply various
approaches to evaluating a
user interface, such as
heuristic evaluation, cognitive
walkthrough, Goals, Operators,
Methods, and Selection
(GOMS) analysis, usability
testing, survey, and controlled
experimentation.

4. To apply basic principles of
human perception and
ergonomics to the design of
user interfaces, such as
response-time models and
Fitts' Law

5. To select an appropriate
hardware interface device
(from among various
keyboards, keypads, pointing
and drawing devices, screen
types and sizes, etc.) for an
interface task and user group

6. To select appropriate
interaction styles and
interfaces (distant and co-
located, synchronous and
asynchronous) to support a
given human collaboration
need

7. To explain the role of well-
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designed, usable interfaces in
market success, reliability, and
accessibility

8. To explain the advantages
and disadvantages of graphical
user interfaces, command
language interfaces, and
spoken dialog interfaces

Katki Dlzeyi / Contribution Level : 1-Cok Duistik / Very low, 2-Diisiik / Low, 3-Orta / Moderate, 4-Yuksek / High, 5-Cok Yiiksek / Very high
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